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average 26.56% smaller, time is on average 2.23% smaller

ge 34.42% larger, potency is on average 10.97% larger

The theme of music is as complex as it Is interesting. Sound has
many properties that make it a physical theme but at the same time
stimulate people's minds to such an extent that they make it
something intellectual or spiritual.

Trying to teach a machine the to feel as those waives make us feel
IS Impossible, but with future technology and hard work we can at
least imitate It.





